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His Wildest Dreams 


Introduction 


His Wildest Dreams is designed for a small party of 
low level investigators, pitting them against the horrors 
of Lovecraft’s Dreamlands. It is important to note the 
ideas and concepts introduced in this adventure are 
probably best suited to experienced Call of Cthulhu 
players. 


The location His Wildest Dreams is the small sea side 
town of Kingsport (although little effort would be 
needed to move it to any other town or city) and to this 
end additional information on Kingsport is available on 
the Resources pages of The Unbound Book Web Site 
(www.unboundbook.org). 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 


Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 


Likewise Spells are detailed using the follow standard. 
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Name; Components; Cost; Casting Time; Range; Area; 
Duration; Saving Throw; Description (including any further 
information) 
Example: Eldar Sign 

Components: V, S, F 

Cost: | Con drain (permanent) 

Casting Time: | full round 

Range: Touch 

Area: Any opening, doorway, or magical gate 

Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 


As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 

The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 


http://www.unboundbook.org/contact.htm. 
Regards, 


The Editor 


His Wildest Dreams 


Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


Introduction — The Cloud Beast 


To get a reasonable description of the ‘demon’ requires 
either a successful Diplomacy (pg 27) roll [or a 
Charisma Ability Check (pg20)]| versus a DC of 12 or 
a Psychoanalysis (pg 34) roll against a DC of 10. 


To notice the horror in the clouds requires a Spot (pg 
37) versus a DC of 11. 


Further Investigations 


Researching Cthulhu Mythos tomes requires either a 
successful Cthulhu Mythos roll versus a DC of 15 or, 
if access is available to the appropriate books (e.g. the 
Miskatonic University Restricted Section), a successful 
Research roll (pg 35) roll versus a DC of 20. 


William Bain in the Strange High House in the Mist 
reveals his guilty feelings with a _ successful 
Knowledge (Psychology) (pg 33) roll versus a DC of 
12. 


Visiting the sites of the sending does little to reveal 
new information. However the muddy footprints can be 
found and with either a successful Knowledge 
(Zoology) (pg 33), Animal Empathy (pg 24) or 
Handle Animal (pg 30) versus a DC of 10. This 
ascertains the prints as not matching any known animal 
on Earth. 


Reaction in Kingsport 


If the characters do eventually gain entry to the 
Kingsport Library, a successful Research roll (pg 35) 
roll versus a DC of 10 uncovers information about the 
Kingsport Cult. See the Resources page of the 
Unbound Book for further information about 
Kingsport’s dark past. 


Searching for Julian 


It takes a successful Spot (pg 37) versus a DC of 10 to 
notice Davy Harris watching them from amongst the 
graves. 
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Adversaries and NPCs 


A number of creatures might or might not appear 
during this adventure (depending on how quickly the 
Investigators react to the situation in Kingsport). If the 
need for these creatures does arise it is recommended 
that the GM refers to the rulebook for statistics. 


Cloudbeast: Vapourous Predator; HD 16d8 (hp 60); 
Init —1; Spd 40ft; AC 15 (-2 Size, -1 Dex, +8 Natural); 
Bite +4, Tentacle +4; Dam 1d8+7; SA Tentacle Grab, 
Absorb; SD Regenerate 8 hp per round; SV Fort +14, 
Ref +4, Will +5; Str 25, Dex 9, Con 19, Int 13, Wis 11, 
Chr 11; CR 10; Sanity Loss 1/1d6 for the Cloudbeast. 


Tentacle Grab (Ex): If the cloud tentacles hit a 
combatant they wrap around them and if they are not 
freed by the next round are taken up to be bitten by the 
Cloud Beast. 


Absorb (Ex): A victim successful bitten by the Cloud 
Beast must make a successful Fortitude Save (DC 20) 
or are absorbed permanently into the cloud. 


Leng Spider: Web-Spinning Horror; HD 5d10 (hp 
35); Init +6 (+2 Dex, +4 Improved Init); Spd 30ft/20ft 
climb; AC 14 (-2 Size, +2 Dex, +4 Natural); Bite +6; 
Dam1d6+6+poison; SA Poison, Web; SD Damage 
Reduction 10/+1; SV Fort +10, Ref +9, Will +4; Str 18, 
Dex 15, Con 17, Int 14, Wis 13, Chr 11; CR 6; Sanity 
Loss 1/1d10 for the Leng Spider. 


For extra information on Leng Spiders see page 184 of 
the d20 Call of Cthulhu Rulebook. 


Allen Nash: 2" Level Male; HD 2d6 (hp 12); Init +1 
(Dex); Spd 30ft; AC 11; Attack +1 melee (Whatever is 
near +1); SV Fort +2, Ref +1, Will +1; Str 14, Dex 13, 
Con 9, Int 14, Wis 16, Chr 12; CR 1; Sanity 0. 


Feats and Skills: Bluff +4, Dreamlore+10, Intimidate 
+3, Knowledge (Local) +1, Knowledge (Occult) +10, 
Listen +5, Move Silently +3, Research +10 (does a lot 
of reading at the Great Library of the Dreamlands), 
Search +3, Spot +4. 


Julian St Jerome: 1 Level Male; HD 1d6+2 (hp 8); 
Init +0; Spd 30ft; AC 10; Attack +1 melee; SV Fort +2, 
Ref +1, Will +1; Str 12, Dex 12, Con 12, Int 15, Wis 
14, Chr 15; CR 1; Sanity 70. 


Feats and Skills: Bluff +4, Innuendo +4, Knowledge 
(Local) +2, Knowledge (Accounting) +3, Listen +5, 
Move Silently +3, Research +2, Search +1, Spot +1. 
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Nash’s Belongings 


The Dream Crystal 


An asymmetric white Crystal about 8 inches high, 
supported by an ornate silver stand. Although it is not 
obvious (nor is it in the Journal) all those sleeping 
within 5 feet of it enter the Dreamlands through the 
Crystal Cavern, and gain an initial Dreaming skill 
equal to their current character level. This crystal is 
badly cracked, which causes the arrival of Dream 
Creatures in the waking world while it is in use. This is 
useless as a means of following Nash, however, since 
his great skill in Dreaming enables him to travel 
quickly to the more nightmarish parts of that realm, 
where anyone sleeping beside him will not find him. 


If the Crystal is used anywhere outside of Kingsport, 
the chance of a sending equals 50% - the users 
Wisdom. Each dreamer sharing the Crystal has a 
chance of triggering a sending, though only one will 
occur per use, no matter the number of dreamers. 


A user also has a chance equal to their Wisdom as a 
percentage of mastering the Crystal‘s ability to create 
sendings, and gets to roll on this once per month of 
constant use. 


Dream Journal of The Nash Family 


This book was started by Jonathan and continued by 
Allen, and describes their travels in the Land of Dream. 
Allen’s travels and adventures become steadily more 
horrific, hence the SAN loss and Cthulhu Mythos 
Knowledge found within. 


Language: English. Examination Period: 1d4+2 weeks 
(DC 20) Contains a number of spells, all of which are 
only useful in the Dreamlands (and are, for the 
moment, outside the scope of this document). Sanity 
Loss: 1D3 initial and 1D3 on completion. Cthulhu 
Mythos +1 Rank. Dreamlore +2 Ranks. 
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Experience Rewards 


The following goals are typical when completing this 
adventure. See page 227 in the D20 Rulebook for more 
information on how these rewards work. 


e Saving the nurse from the clutches of the 
Cloudbeast. 

e = Befriending Julian St Jerome. 

e Stopping the Leng Spider (half if any one is 
killed or returns to the Dreamlands with the 
creature). 


e Stopping Allen Nash’s nightly journeys to the 
Dreamlands. 

e Destroying the Dream Crystal. 

e Foe each further appearance of a Dreamlands 
creature the party should lose one rewards 
worth of experience points (e.g. 300 points). 


The Rise of \ naaki 


By Michael Wood 
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The Rise of Xnaaki 


Introduction 


The Rise of Xnaaki has been designed for 1“ or 2" 
Level Investigators as an introduction to the Cthulhu 
Mythos. It can however, with little effort, be adapted 
for use by more experienced characters. 


As the ideas and concepts presented in this adventure 
are, in part, the staple of Call of Cthulhu (that being 
mysterious employers, old manuscripts, ancient cults 
and Great Old Ones) this investigation is rather well 
suited to players new to the game. 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 


Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 
Likewise Spells are detailed using the follow standard. 


Name; Components; Cost; Casting Time; Range; Area; 
Duration; Saving Throw; Description (including any further 
information) 


Example: Eldar Sign 
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Components: V, S, F 

Cost: | Con drain (permanent) 

Casting Time: | full round 

Range: Touch 

Area: Any opening, doorway, or magical gate 
Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 

As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 

The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 


http://www.unboundbook.org/contact.htm. 
Regards, 


The Editor 


The Rise of Xnaaki 


Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


Dupont’s Apartment 


To gain further information from Booth a Diplomacy 
(pg 27) roll [or a Charisma Ability Check (pg20)] 
versus a DC of 15 is required. Success changes 
Booth’s attitude to the character from Indifferent to 
Friendly (see page 225-226). 


The Auction 

Once the characters have acquired the statue, a 
successful Spot (pg 37) [versus say a DC 15] may be 
required by the GM to reveal some of the more 
interesting aspects of the statue (this probably depends 
on the individual investigators skills [e.g. the Appraise 
skill or other Knowledge skills]). 


To remember/notice that Sheriff Coleburne has not bid 
on any other items in the auction a Wisdom Ability 
Check (pg 23) (DC 12) is required. 


The Train Station 


Noticing that Booth is not quite himself requires a 
successful Will Saving Throw versus a DC of 20. 


The Study 
As the door is jammed shut a successful Strength 
Ability Check (pg 23) is required (DC 14). 


A successful Heal (pg 31) roll (DC 10) is required to 
stabilise Dupont. 


Recovering The Statue 


The trap door to the hidden basement requires a 
successful Search (pg 35) (DC 12). 


Steeplin County Investigation 
Visiting Steeplin Library reveals the book on the 


County History with a Research (pg35) roll versus a 
DC of 13. 


NOTE: That further information about Steeplin County 
can be found on the RESOURCES pages of The 
Unbound Book Site (www.unboundbook.org). 


Investigation Of The Artefacts 


Discovering the origins of the manuscript pages 
requires an adequate library (e.g. Brown University 
Library or the Restricted section of the Miskatonic 
University Library) coupled with a successful 
Research (pg35) roll versus a DC of 14. 
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Further information about the Cults and History of 
Xnaaki is revealed with a second Research roll, this 
time versus a DC of 12. 


To translate the rituals in the manuscript see ““Xnaaki 
Spells” below. 


Cracking the last ritual requires both a Speak Other 
Language — Arabic (pg 36) (DC 15) plus a 
Knowledge (Mathematics) (pg 33) roll versus a DC of 
18. 


Calm Before The Storm 


For characters without the Speak Other Language Skill 
— Arabic skill a successful Intelligence Ability Check 
(pg 23) versus a DC of 15 is required to learn each of 
the translated rituals. Retries may be undertaken once a 
day for each ritual. 
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Adversaries and NPCs 


Deputy Carl Grietski: Male 3" Level; HD 3d6+3 (hp 
14); Init +2 (Dex); Spd 30ft; AC 12; Attack +2 melee, 
+3 ranged; SV Fort +3, Ref +1, Will +1; Str 15, Dex 
16, Con 14, Int 8, Wis 8, Chr 13; CR 3; Sanity 45. 


Feats and Skills: Bluff +4, Gather Information +7, 
Innuendo +4, Intimidate +7, Knowledge (Local) +5, 
Knowledge (Occult) +3, Listen +5, Move Silently +3, 
Search +6, Spot +4; Point Blank Shot, Precise shot. 


Possessions: .32 pistol (Damage 1d8) with 16 rounds 
of ammunition, | Flash Pouch (Ref Save versus DC 11, 
or Con —1 loss (temp) and paralysed for 1d4 minutes), 
Deputy Sheriff Badge 


Sheriff Wayne Coleburne: Male 5" Level; HD 
5d6+5 (hp 24); Init +4 (Improved Init); Spd 30ft; AC 
10; Attack +4 melee, +5 ranged; SV Fort +3, Ref +1, 
Will +1; Str 16, Dex 11, Con 14, Int 16, Wis 17, Chr 
12; CR 5; Sanity 35. 


Feats and Skills: Bluff +6, Cthulhu Mythos +3, Gather 
Information +10, Innuendo +4, Intimidate +7, 
Knowledge (Local) +10, Knowledge (Occult) +12, 
Listen +5, Move Silently +3, Search +6, Sense Motive 
+4, Spot +8; Point Blank Shot, Precise shot, Improved 
Initiative. 


Spells: Dominate Person (pg 140), MindBlast (pg 145), 
Xnaaki Blindness (see below). 


Possessions: .32 pistol (Damage 1d8) with 16 rounds 
of ammunition, 2 Flash Pouches (Ref Save versus DC 
11, or Con —1 loss (temp) and paralysed for 1d4 
minutes), Handcuffs, Sheriff Badge. 


Booth Double: Servant of Xnaaki; HD 2d12+3 (hp 
17); Init -1 (Dex); 20ft; AC 11 (-1 Dex +2 Natural); 
Fist 1d6 +1, Dagger 1d4 + poison (Fort SV vs DC 13 
or paralyses for 1d4 hours); Attack +2 melee; SV Fort 
+0, Ref —1, Will +4; Str 17, Dex 8, Con 18, Int 13, Wis 
10, Chr 3; CR 1; Sanity Loss 1/d4 for discovering the 
double is not Booth, 1/1d8 for seeing a Servant of 
Xnaaki. 


Feats and Skills: Listen +5, Spot +4. 


Spells: Dominate Person (pg 140), MindBlast (pg 145), 
Xnaaki Blindness (see below), Copy Image (see below) 


Confused in Dupont Estate: Servant of Xnaaki; HD 
2d12+3 (hp 11 left); Init —3 (Dex); 20ft; AC 11 (-1 Dex 
+2 Natural); Fist 1d6 +1, Attack +2 melee; SV Fort +0, 
Ref —1, Will +4; Str 12, Dex 3, Con 18, Int 14, Wis 10, 
Chr 3; CR 1; Sanity Loss 1/1d8 for seeing a Servant of 
Xnaaki. 


Guardian of the Shrine: Servant of Xnaaki; HD 
2d12+3 (hp 17); Init -1 (Dex); 20ft; AC 11 (-1 Dex +2 
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Natural); Fist 1d6 +1, Attack +2 melee; SV Fort +0, 
Ref —1, Will +4; Str 17, Dex 8, Con 18, Int 17, Wis 10, 
Chr 3; CR 1; Sanity Loss 1/1d8 for seeing a Servant of 
Xnaaki. 


Spells: MindBlast (pg 145), Xnaaki Blindness (see 
below). 


Guardians of the Lake: Typical Servants of Xnaaki; 
HD 2d12+3 (hp 17, 16, 15, 22); Init -1 (Dex); 20ft; AC 
11 (-1 Dex +2 Natural); Fist 1d6 +1, Attack +2 melee; 
SV Fort +0, Ref —1, Will +4; Str 15-17, Dex 7-9, Con 
18, Int 14-17, Wis 10, Chr 3; CR 1; Sanity Loss 1/1d8 
for seeing a Servant of Xnaaki. 


Spells: One or more of the following - Dominate 
Person (pg 140), MindBlast (pg 145), Xnaaki 
Blindness (see below), Copy Image (see below). 


Typical Cultists of Xnaaki: Male 1* Level; HD 
1d6+3 (hp 6, 7, 9, 4); Init +1 (Dex); Spd 30ft; AC 11; 
Attack +1 melee (Fists 1d3 subdual, Daggers 1d4); SV 
Fort +2, Ref +1, Will +1; Str 9-12, Dex 13-15, Con 10- 
13, Int 10-12, Wis 9-12, Chr 9-13; CR 1; Sanity 65. 


Feats and Skills: Bluff +4, Gather Information +5, 
Innuendo +4, Intimidate +3, Knowledge (Local) +5, 
Knowledge (Occult) +1, Listen +5, Move Silently +3, 
Search +3, Spot +4. 


Xnaaki, Great Old One; Aberration; HD 
10d10+120; 180 hp; Init +4 (on land); Spd 35ft, AC 13; 
Att +9 melee (1d8 damage each tentacle); Face/Reach 
10 by 5ft/40ft; SA Improved Grab; Swallow Whole; 
SD Damage Reduction 25; N/A; N/A; Sanity Loss 
1d10/1d20 


Tentacles of Xnaaki: 8 hp; AC 13; Att +9 melee (1d8 
damage); Damage Reduction 2. Note that the tentacles 
attack as one each round, however Xnaaki has an 
unlimited number of them — let the investigators hack 
to their hearts content!. 


Improved Grab (Ex): If the tentacles hit a combatant 
(this can be either the investigators or more likely the 
milling Servants and Cultists) they wrap around them 
and if they are not freed by the next round are taken up 
to be swallowed by Xnaaki’s great maw. 


Swallow Whole (Ex): Once successfully hit with the 
tentacles the victim is drawn to Xnaaki’s mouth. This 
does 6d10 damage per turn. Devouring a victim takes a 
whole round (in which the tentacles do not attack- they 
are stuffing the unlucky soul into Xnaaki’s maw!}). 


Spells: Innumerable, including Xnaaki Blindness and 
Copy Image (see below). 
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The Xnaaki Manuscript 


There are four rituals scattered amongst the pages of 
the manuscript, each of which must be translated and 
studied. Each spell or ritual takes approximately a day 
to translate, read and absorb. 


Call of Xnaaki 

Components: V, S, F 

Cost: nil 

Casting Time: 3 full round 

Range: | mile (line of sight required) 

Area: Resting place of Xnaaki 

Duration: Permanent 

Saving Throw: None 
A successful Intelligence Ability Roll (DC 12) roll is 
required to read and understand the ritual. A simple 
chant, when performed at midnight on the shores where 
Xnaaki is imprisoned results in the Great One being 
called forth. Xnaaki will surface in approximately 5 
minutes. Can only be cast on a full or new moon. 


Restrain Xnaaki Servant 

Components: V, S, F 

Cost: | Con drain 

Casting Time: | full round 

Range: 5 ft 

Area: Servants of Xnaaki 

Duration: 1d4 hours 

Saving Throw: Negates (DC 20) 
Requires one Intelligence Ability Roll (DC 12) roll (to 
understand the ritual purpose) and a further read Speak 
Other Language — Arabic (DC 12) roll to complete 
the translation). It allows the caster to avoid ALL 
attacks by Servants of Xnaaki. All Servants will not be 
able to come within 5 feet of the caster, even if in the 
presence of Xnaaki. The spell has no effect on disciples 
or worshippers of Xnaaki only his undead. 


Veil of Azif 

Components: V, S, F 

Cost: 2 Con drain and 1d2 Sanity* 

Casting Time: 3 full round 

Range: Touch 

Area: Self 

Duration: 3d6 rounds 

Saving Throw: None 
Requires one Intelligence Ability Roll (DC 12) (to 
understand the ritual purpose) and a further Speak 
Other Language — Arabic (DC 12) roll to complete 
the translation. While enacted the casters vision is 
masked, as if in a heavy thick fog, while the spell is 
active all Sanity losses (from Mythos creatures) are 
halved. All attacks and actions should take the foggy 
vision of the target into account. 
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*Sanity cost is only for the first casting, additional 
castings cost only | Sanity point each. 


Bain of Xnalku 

Components: V, S, F 

Cost: 1d4 Sanity Loss 

Casting Time: | full round 

Range: line of sight 

Area: Stone of Xnalku 

Duration: Permanent 

Saving Throw: None 
Requires one Intelligence Ability Roll (DC 12) roll (to 
understand the ritual purpose) and a further Speak 
Other Language — Arabic (DC 12) roll to complete 
the translation. Allows the caster to destroy the Stone 
of Xnalku with a Wisdom Ability Check versus a DC 
of 20. Multiple casters can each cast the spell at the 
same time - they are then able to combine Wisdom 
bonuses for a single attempt. Failure has the effect of 
enraging Xnaaki, while success results in the stone 
being destroyed. 
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New Spells 


During this adventure a number of the adversaries have 
access spells granted to them only through their 
connection to Xnaaki. 


Copy Image 
Components: V, S, F 
Cost: 1 Wis drain (permanent), 1d8 Sanity 
and 1d4 hitpoints (see below) 
Casting Time: 10 minutes 
Range: Touch 
Area: Humanoid 
Duration: 2d3 hours plus special 
Saving Throw: None 


This spell requires the target is alive (minimum | Hit 
Point) and is restrained for the duration of the short 
ritual (10 minutes). The caster and target cannot be of 
different races or more than | Size difference. 


Once successfully completed the caster takes on the 
facial appearance of the target. The caster can retain 
the image for 2d3 hours and then must make a 
Wisdom Ability Check (DC 15) every hour there after 
to maintain the targets image. The caster must remain 
conscious to continue the spell, which will also fail if 
the caster takes more than 5 Hit points damage in one 
hit. Once the spell fails the caster returns to their 
normal appearance. At the conclusion of the spell both 
the caster and the target take 1d4 hitpoints damage. 


Xnaaki Blindness Spell 

Components: V, S, F 

Cost: 2 Wis drain and 1d6 Sanity 

Casting Time: | round 

Range: 10ft +10ft/level of the caster 

Area: Humanoid 

Duration: Special 

Saving Throw: Negates 
The Blind spell requires a Will Saving throw verses a 
DC equal to that of the Intelligence of the caster +2. 
Additional enemies may be targeted in one casting of 
the spell with at the cost of 1 Wisdom per extra target. 


Targets failing their Saving Throw are blinded for 1 
round for every 2 points they fail the Save by. 


The Blindness is more than a simple lack of vision, 
rather the target(s) are also subjected to horrible visions 
of the creature that is Xnaaki. Once blinded the target 
losses 0/1 point of Sanity per round (to a maximum of 
5). 


If a target fumbles their Will Saving Throw they are 
knocked unconscious for 1d3 hours. During this time 
they continue to receive the visions of Xnaaki, and for 
this gain the dubious reward of +1 Rank in Cthulhu 
Mythos Skill. 


The Unbound Book - Issue 0 


Experience Rewards 


The following goals are typical when completing this 
adventure. See page 227 in the d20 Rulebook for more 
information on how these rewards work. 

e Subduing Deputy Carl Grietski. 


e Discovering the Booth Double and defeating 
it. 


e Successfully taking the statue to DuPont. 

e Recovering the stolen statue from the Sheriff's 
property. 

e Stopping Sheriff Coleburne and the spread of 
his Cult. 


e Ensuring Xnaaki does not permanently RISE! 


What Goes Around... 


By Marcus D. Bone 
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What Goes Around... 


Introduction 


What Goes Around... is a very short (one session) 
adventure pitting the characters against a creature as 
well as their own consciences. 


Designed for Investigators of any Level it is probably 
best suited for experienced Call of Cthulhu players. 


Notes on Layout 


As the original adventure was designed to be played 
using Chaosium’s Basic Roleplaying (BRP) Rules the 
following Skill Difficulties, NPC stats and Spells have 
been converted for use with the d20 Rules. 


Please note that while the conventions used in the d20 
Call of Cthulhu Rulebook have been followed where 
possible, GMs are encouraged at all times to adapt the 
game play to best suit their own players. 


Skill Difficulties 


Skill difficulties for the d20 system have been 
presented using a short description of the events 
requiring the roll followed by the appropriate Skill, its 
location in the Rulebook and the Difficult Check level 
needed for a success. 


Example: Gaining further information from the man 
requires a Diplomacy roll (pg 27) versus a DC of 15. 


NPC/Adversaries Stats 


Statistics for both NPCs and Adversaries in the 
adventure are detailed using the follow standard. 

Name; Description (size and Type); Hit Dice (Hit points); 
Initiative; Speed; Armour Class; Attacks; Damage; Face/Reach 
(if required); Special Abilities; Spell Casting; Special Attacks; 
Special Qualities; Saves; Sanity; Skills; Feats; Challenge Rating; 
Sanity Loss 


Example: Deep One; Medium Size Aberration (Lesser 
Servitor Race) (Aquatic); HD 2d8+4 (13 hp); Init +2 
(Dex); Speed 20ft, 40ft swim; AC 15 (+1 Dex, +4 
Natural); Att 2 claws +5 melee, bite +0; Dam Claw 
1d4+4, bite 2d4+2; SQ Low-light vision; SV Fort +2, 
Ref +2, Will +3; Abilities Str 19, Dex 15, Con 14, Int 
11, Wis 10, Cha 6; Skills Climb +10, Hide +7, Listen 
+7, Move Silently +5; Feats Alertness; CR 2; Sanity 
Loss 0/1d6. 


Spells: 
Likewise Spells are detailed using the follow standard. 
Name; Components; Cost; Casting Time; Range; Area; 
Duration; Saving Throw; Description (including any further 
information) 
Example: Eldar Sign 

Components: V, S, F 

Cost: 1 Con drain (permanent) 

Casting Time: | full round 

Range: Touch 
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Area: Any opening, doorway, or magical gate 
Duration: Permanent 

Saving Throw: None 

You create a special ...etc. 


Sanity Loss 


As the Sanity Rules in both the d20 and the original 
BRP versions of Call of Cthulhu are the same, it is 
recommended that the Sanity gains/losses listed in the 
adventure remain as published. 


Experience Rewards 


The Unbound Book has adopted the use of the ‘goal’ 
style of rewarding experience (as per the guidelines 
stated on page 227 of the rulebook). On completion of 
an adventure each goal reached by the party entitles 
each successful character to 300 experience points. 


Not all goals listed can be achieved each time the 
adventure is run, in fact some goals may only be 
successful achieved if certain decisions/errors are made 
by the players during the game. 


Finally... 


We hope that you enjoy these adventures, regardless of 
system you choose to run it in. 


If you have any questions or queries about any of these 
tules please feel free to contact The Unbound Book at 
http://www.unboundbook.org/contact.htm. 


Regards, 
The Editor 
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Skill Difficulties 


The following skill difficulties replace those in the 
original adventure. At all times it is advised that the 
GM adapts these difficulties to suit his or her 
individual party members. 


A Fiery Beginning 
An Intelligence Ability Check (pg 20) versus a DC of 


12 will lead the Investigators to believe that the fire is 
being feed by natural gas. 


It requires a Spot (pg 37) versus a DC of 10 to notice 
the shape in the blaze. 


The Documents in the Safe 
Translating both the Journal and the Trinket text 


requires a successful Speak Other Language — 
Russian (pg 36) against a DC of 22. 


Learning More about the Documents 
Any person translating the Trinket text successfully can 


also attempt a Knowledge (History) (pg 33) roll (DC 
10) to recall the details about Volos. 


Darkness of the North 


Locating the Darkness of the North in the Miskatonic 
University stacks requires a simple Research roll (pg 
35) versus a DC of 10. 


Haywright House 
It requires a successful Knowledge (Accounting) (pg 


33) roll versus a DC of 12 to see that the Burton’s 
financial affairs are in order. 


Mrs McTighe 

To gain Mrs McTighe’s confidence a Diplomacy (pg 
27) roll [or a Charisma Ability Check (pg20)] versus 
a DC of 12 is required. Success changes Julia’s attitude 


to the character from Indifferent to Friendly (see page 
225-226). 


Other Avenues of Investigation 


To locate the Burton’s employees requires a Gather 
Information (page 30) roll (DC 12) for each 
employee. 
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Adversaries and NPCs 


Son of Veles: Guide of the Dead; HD 2d10+4 (hp 20); 
Init +5 (+1 Dex, +4 Improved Init); Spd 35ft; AC 15 
(43 Dex, +2 Natural); Bite +4, 2xClaws +4; Dam 
Claws 1d4+3, Bite 1d8+4; SA Bite; SD Regenerate | 
hp per round; SV Fort +5, Ref +7, Will +8; Str 20, Dex 
18, Con 22, Int 10, Wis 12, Chr 10; CR 3; Sanity Loss 
1/1d8 for the Son of Veles. 


Bite (Ex): If the Son successful hits a target with both 
claws in a round then it may also attempt a bite attack. 


Feats: Improved Initiative, Iron Will, Lightening 
Reflexes, Track. 


John Burton: 2" Level Male; HD 2d6 (hp 10); Init +2 
(Dex); Spd 30ft; AC 12; Attack +1 melee, +2 ranged; 
Dam (Fists 1d3 subdual, Pistol 1d8); SV Fort +2, Ref 
+1, Will +1; Str 10, Dex 16, Con 12, Int 15, Wis 16, 
Chr 12; CR 1; Sanity 32 (after killing his wife). 


Feats and Skills: Appraise +3, Bluff +1, Craft 
(Jeweller) +3, Gather Information +2, Knowledge 
(Local) +2, Listen +2, Performance +2, Research +1, 
Spot +1. 
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Experience Rewards 


The following goals are typical when completing this 
adventure. See page 227 in the D20 Rulebook for more 
information on how these rewards work. 


Successfully encountering the Son of Veles 
outside Haywrights. 


Finding John Burton’s documents (whether or 
not they were in the safe). 


Gaining the Letter from Mrs McTighe. 
Stopping the Son of Veles. 
Keeping John Burton alive to stand trial. 
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Guide to Kingsport 


Introduction 


Guide to Kingsport, City in the Mists is a short 
document designed to assist Keepers in running His 
Wildest Dreams. In essence the information presented 
here is an overview of the Kingsport, City in the Mists 
source book published by Chaosium in 1992 and has 
been collated with the kind permission of Chaosium. 


As at the time of publication (August 2002) the author 
is aware that Chaosium plans on reprinting and 
repackaging the Kingsport Guide in 2003. 
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History of Kingsport 


1639 
Kingsport settled by farmers and fishermen from the 
South of England and the Channel Islands. 


Late 17" Century to Early 18": 

Grows from village into a thriving town. Many of 
Kingsport’s important families trace their heritage back 
to this time. 


1774- 1779 War of Independence: 

Kingsport is a base of operations for many 
American privateers. Many Yankee boats built at 
its wharves. 

" In 1778 a British fleet blockades the harbour and 
begins to shell the town. Argus Blaine and friends 
drag a cannon up to the lower cliffs of Kingsport 
Head and drive off the British. 


= The heroism of Blaine is remembered with a 
plaque in Circle Court. 

= Even today occasional cannonballs are still 
dug up and the old Custom House still has a 
cannonball embedded in its wall as a reminder 
of the town’s history. 


= After the war an attempt is made to change 
Kingsport to Georgetown, but is defeated in a 
town wide vote. 


Early 19" Century: 

While most of New England was gearing up for 

the Industrial Revolution Kingsport stays wedded 

to the sea. Many large mansions built around 

Central Hill. 

= First signs of trouble are seen when embargos are 

placed on trade with the warring British and 
French. These are soon extended to the entire 
European continent. 


= War of 1812 sees a strong blockade of the town 
and trade is strangled, as a result very little 
privateering is done from Kingsport. 


= By the end of the war, Kingsport's sea trade has 
seriously declined. 


= A retired sea captain opens Kingsport’s first 
industrial plant - a paint factory. Its success leads 
to a glue factory being opened beside it. Both 
factories still operate today on the south side of 
town. 


= 1824, Eben Hall private high school is opened. 
Named after well-known 18th Century official. 


= 1829, the Kingsport Chronicle founded. 


= 1835 sees Kingsport lose its Right of Entry (which 
allows overseas materials and goods to be landed 
in its harbour). Trade now limited to the east coast 
of the U.S. 


= Storm of 1842 sees 8 of Kingsport’s fishermen die 
near Innsmouth. 
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= By the mid 19" Century: 
Kingsport settles into a community of ship builders 
and fishermen. 
= 1861-1865, the American Civil war sees 

Kingsport's ship building trade boom as demand 
for Union boats almost outstrips production. 17 
Kingsport men lose their lives in the war - all at 
sea. 


= 1878 - 88. The Decade of Storms. Ten years of 
storms almost destroys Kingsport’s trade. Many 
buildings damaged and a number of lives lost. 


= 1888 and the last big storm knocks down the 
steeple of the abandoned Congregational Church 
on the top of Central Hill. 


With the turn of the 20" Century: 
The town’s fortunes had not changed. 
= In 1905 the Typhoid epidemic spreads from 
Arkham to Kingsport. Dozens die. 


= 1906, retired sea captain Stephen Cabot elected 
Mayor and successfully taps into New England's 
growing tourist market. 


= 1912, under the guidance of Mayor Cabot the old 
Congregational Church on Central Hill is pulled 
down and the Congregational Hospital is built. 


Since that time Kingsport has become a major summer 
tourist centre and is also home to many budding artists. 
Although still one with the sea, the number of 
fishermen have dwindled as larger packing factories to 
the north and south take the trade. Only one ship 
builder still remains - building pleasure craft. 


Despite the renewed prosperity, Kingsport still lags 
behind the times, it is a place where people still do 
things the old fashioned way. Electricity does not reach 
all homes and only one in 6 families own an 
automobile. 
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Layout of Kingsport 


Kingsport is divided into seven areas (or suburbs), each 
of which has its own social and economic base. This 
adventure deals with the area know as ‘Central Hill’ 
and its neighbouring suburbs, and as such only these 
are detailed here. 


Central Hill 


This is the largest of Kingsport’s many hills, and is 
covered with many ancient and crumbing Georgian 
homes. The skyline of Kingsport is dominated by 
Central Hill and perched on top of it the Kingsport 
Congregational Hospital dominates the view. 


Most of this suburb’s residents are old and poor, unable 
to repair their even older homes. Some, however, use 
the neighbourhood air of antiquity to hide their 
personal wealthy and family secrets. 


Talk abounds about a honeycomb of ancient tunnels 
under the hill, but most sensible Kingsporters dismiss 
these rumours as fair for the curious tourist. 


The Hollow 


To the north of Central Hill, and concealed in its 
shadow is a suburb know as the Hollow. Residential 
and middle class, it is the home to many of Kingsport’s 
shop owners and merchants. 


Downtown 


Kingsport’s business district lies at the Southern foot of 
Central Hill, is a busy and bustling neighbourhood. The 
location for most of the town’s day to day business it’s 
narrow streets and lack of street parking make it a 
hazardous, but exciting suburb. 
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The Kingsport Cult 


The people of Kingsport are, in a strange sort of way, 
proud of the cult that once met at the Congregational 
Church. It is not something they talk to the tourists 
about, but occasionally one over hears reference to it. 
The following is fairly common knowledge: 


= In the late 1600s the cult was quite prevalent in the 
town. That is until the Salem witch trails of 1692 
and as a result rumours became accusations and in 
turn lead to the arrests of dozens of Kingsport 
citizens. By the time the frenzy was over 13 
people had been trialed and hung on counts of 
grave robbing and necromancy. 


= 1720 rumours surface about the revival of the cult. 


= 1722 Mayor Eben Hall and many sea captains, 
sailors and town folk surround the Congregational 
Church on Central Hill after a sickly green glow 
is seen emanating from it. When people (cultists) 
finally emerged from the church they were 
revealed as simple Kingsport townsfolk. 
Strangely they were people from all walks of life, 
from influential sea captains to dock hands and 
shopkeepers through to the unemployed layouts. 
In the end more than three dozen arrests where 
made, with the charges of breaking and entering, 
unlawful assembly and grave robbing laid. These 
resulted in fines, imprisonment and banishment 
for those found guilty, while the leaders were 
tarred and feather and exiled from the town. 
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Steeplin County 


Introduction 


Steeplin County, A Guide to the Steeplin Valley has 
been designed to give Keepers, and in turn, 
Investigators more information and background about 
the area in which the adventure The Rise of Xnaaki is 
based. 


Steeplin Valley and its township are fictional locations 
created by non-Americans (which may mean that some 
of the information here within is completely devoid of 
any real historical reference) to, originally, enhance 
their own Call of Cthulhu games. 


In future issues, as we publish more adventures based 
in the valley, we hope to bring you more information 
about this strange backwater county and its odd 
inhabitants. 
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Steeplin County 


Just outside Newburyport the railway splits, to the 
north the main trunk line continues on to Portsmouth 
and beyond, while to the west a narrower track leads 
through the wooded hills of north-west Massachusetts 
and the rough frontier country of Vermont. 


Once past the town of Rutland the hills and terrain of 
the great green state become rougher and wilder, 
until, ahead of the train, two steep unwelcoming 
mounds seem to move apart and usher the traveller 
into the strange and foreboding Steeplin Valley! 


Steeplin County 


The Founding of Steeplin 


Steeplin was founded in 1765, by the Steeplin family 
(in particular one Harold Steeplin) as a trading post for 
frontiersmen and their families. Avoiding the War of 
Independence, based mainly on its location, Steeplin 
grew rapidly as men moved into the area to find work 
with the local mills and forestry businesses and by the 
turn of the century was a thriving town of 600 souls, 
mainly men. 


This ever-increasing population began a change in the 
town, as young men started to out number the original 
residence. For the mill owners this was a catch 22 
situation - the new independent America wanted 
Steeplin's lumber so they needed the young male 
workers, yet the drink and violence limited the quality 
of work and was turning Steeplin into a rough and 
unwelcome place (at one point men outnumbered 
women 10 to 1). 


With the arrival of Fredric DuPont in 1809 the town 
found an inspiration and a leader. DuPont gathered to 
together the old families and stated that with just a 
single large mill in the town they could control their 
labour force -by knitting them into one large family. 
He also proposed that incentives be used to attract 
family men from nearby cities and that a Sheriff and 
deputies be appointed. 


The main aim of DuPont’s plan was to create a large 
single Mill which would be able to afford to haul its 
logs to Lake Champlain and the barge them down river 
to the quickly growing city of Montreal. All of 
DuPont's ideas were agreed upon, including forming 
one mill from the many that littered the area. The new 
mill was to be run by a 'board', made up of the old mill 
owners (Fredric convinced them that together they 
would earn more that they did competing) and by the 
end of the year DuPont had been elected Chairman of 
the board and construction of the mill underway. 


In 1811 a new church opened in town, preaching free 
thought and a ritualistic way of life. This congregation 
did not last long however, as the influx of Christian 
families meant its membership quickly dwindled. 


The War of 1812 passed the people of Steeplin County 
by with little effect on trade or business although many 
words were spoken about Murray's Raid in late July 
1813 (in which "...the destruction of public buildings, 
military stores, and vessels..." was achieved by a 
substantial English Naval force between Plattsburgh, 
New York and Swanton, Vermont). In 1814 a number 
of Steeplin men also travelled north to the call to arms 
at Plattsburg, but arrived too late to be involved in the 
battle there. 


The following year DuPont made a bold move in 
attempting to take total control of the Mill, when, for 
reasons unexplained to this day, many of the older 
shareholding family unilaterally decided to sell their 
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interests in the Mill. Although never substantiated 
many locals, even today, believe that DuPont somehow 
threatened many of the owners into selling. Regardless 
of the circumstances, by the time the dust settled 
Fredric DuPont was the majority owner of the Steeplin 
Mill. Obviously pleased with the outcome, little did he 
know that his actions would forever taint the 
relationship between his descendents and _ the 
townsfolk. 


In 1849 the first railroad arrived in Steeplin, opening 
new avenues of trade for the township. For the rest of 
the century the town and its outlying regions grew in 
prosperity, and with it, population. 


By the beginning of the 20th Century the people of 
Steeplin had, for the most part, found their niches in the 
community. The leading families such as the Steeplins, 
Abbots, Dobbs’ and Moores still own, between them, 
about half of the mill, (although the DuPonts do still 
own the share majority, if only by a few percent) while 
others such as the Jacobsons and the Blakelys have 
only recently arisen as potential power brokers in the 
valley. 


All in all Steeplin County is fairly typical of most New 
England communities. Yet behind many a closed door 
may lay old and dangerous secrets - awaiting the 
unsuspecting visitor. 


Steeplin County 


Steeplin Today 


Lots of very nice things can be said about Steeplin 
township, the people are friendly, the atmosphere clean 
and work available (to the hard working). Steeplin is 
not a community of constant excitement and action, 
quite the contrary, most of its residents are happy to let 
the world drift by, as long their little slice of heaven is 
left untouched. 


The township itself is home to just over 4000 citizens, 
most of whom, either directly or indirectly, make a 
living through the Mill. 


This last point is of major concern to many of the 
town’s most prominent leaders, as if the Mill, which 
rarely makes a substantial profit, were to close the loss 
would be the end of the community as it’s known 
today. 


During the adventure The Rise of Xnaaki, the mill's 
nominal owner and major shareholder, Henry DuPont, 
meets an unfortunate end. Although most of the locals 
cared little for the ‘lord’ of DuPont Estate (rumours 
spoke of Henry trying to shut down and move the mill - 
although no one knew it was actually for the good of 
the town), they are all concerned about the fate of the 
Mill. 


Once DuPont is buried and arson claims the late man's 
manor, the majority shareholding past on to Henry's 
distance cousin in England. Gerald Berrit, a prominent 
London lawyer has no wish to ‘uproots’ and move to 
the 'colonies', instead offering his interest in the mill to 
the other shareholders. Although rich in local terms the 
remaining owners had no way of purchasing the 
outstanding shares by themselves. Rather they hatched 
on a plan to approach the large state wide milling 
company, Heildenburg & Sons, to gauge its interest in 
the offer. 


What the Future Holds 


Although it is outside the scope of this guide it may be 
of interest to Keepers what exactly the future holds for 
the town and the mill. 


In three months time, after long protracted negotiation, 
Heildenburg agrees to purchase Berrit's interests and as 
a result gains nominal control of Steeplin Mill. This 
brings a new era of odd unease, especially once to the 
town as strangers begin to enter town and take up 
important roles at the mill. During this time the 
Heildenburg Board makes it quite clear that the mill 
must make more profit if it is to have a viable future. 


Steeplin Township 


Steeplin is divided into three 'suburbs' each catering for 
the different types of people who live and work in the 
town and valley. These are Railside, situated to the 
south of the railroad which bisects the township, 
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Downtown, the town’s main business hub and Mill 
town, situated 10 minutes north of the town, the home 
to many of Steeplin Mill’s single and unskilled 
labourers. 


Railside 


The area unofficially known as Railside is situated to 
the south of Steeplin's main street across the rail bridge 
from Downtown. Although home of many of the town 
poorer inhabitants, it is actually its newest suburb. Sub 
divided about twenty years ago as a result of the 
increase demand for labour at the Mill and Abattoir 
most of the homes in the suburb are quite new. They 
are, however, generally occupied by the valley’s older 
generation (as their own homes have been snatched up 
by the better waged Mill workers) and as a result very 
few of these homes are very well maintained. This has 
resulted in the area looking as if it is much older than it 
actually is. 


Most of the more affluent people of Steeplin avoid 
Railside, unless absolutely necessary. If fact if you ask 
most non-Railside residents they will tell you that the 
only thing worth crossing the bridge for is either the 
train or the Event Grounds. 


Mill town 


Almost a village in its own right, Mill town is built 
around the main road leading from Steeplin proper to 
the Mill. It is home to most of the younger and poorer 
workers of the Mill and their families. Mill Town 
began life as a collection of temporary shelters but has 
grown over the last hundred years to today house 
nearly 500 souls. 


Pleasant enough during the day, at night this closely- 
knit group of homes can be a dangerous and 
unpredictable place for the non mill worker. Although 
Mill town officially has no businesses or shops, a 
number of mill workers wives offer services such as 
clothes cleaning, mending and meal cooking from 
home, to supplement their families income. 


Big Bill Haskins, a big vivacious ex-mill worker, is the 
most well known Mill town resident. Running the local 
speak easy from an abandoned house near the edge of 
the small community, Big Bill is full of stories and 
rumours about Steeplin and the valley. To many 
Haskins is seen as the unofficial mascot and leader of 
Mill town, a cherry face amongst a sea of dull and 
repetitive hard work. 


People from Mill town rarely mix with those from 
Steeplin proper, both sides viewing each other as an 
unwanted necessity in ensuring the town’s survival. 


Downtown 


Downtown is the heart of Steeplin township, 
encompassing the area to the north of the Steeplin rail 
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line and is the home of the majority of the valley’s 
wealth. 


Almost dividing Downtown in two is Main Street, the 
locale to most of Steeplin’s Municipal buildings and 
businesses. Along this stretch of road one finds 
hardware stores intermixed with fruiters and butchers 
while stationers set up shop next to clothing and 
convenience stores. On Steeplin's main street all 
businesses are equal. 


The streets behind both sides of Main Street are home 
to most of Steeplin's business owners as well as the 
more affluent citizens of the town for the most part 
houses here are well maintained with large expansive 
properties and pristine gardens. 


Locations in Steeplin Township 


The Town Hall 


The Steeplin Town Hall is home to most of the 
township Municipal offices. Also the site of the old 
Xnaaki Church this old building dates back to the days 
of the first settlers in the valley. Now fully restored, it 
is home to the Mayor’s office, the Council chambers 
and the collection of books and journals that make up 
Steeplin’s Community Library. 


The Librarian, Mrs Agatha Beasley, is new to the post, 
although she is a life long resident of Steeplin. Agatha 
Beasley is a wealth of knowledge when it comes to 
Steeplin and its environs, not to mention the ins and 
outs of most of Steeplin’s well-to-do. 


McFarlane’s 


This is a small diner/family restaurant, which although 
does not have a vast or even changing menu offers a 
decent meal for a good price. 


Joel McFarlane runs a popular establishment, which to 
outsiders seems to have more than its fair share of 
young and middle aged male patrons. This interesting 
observation can actually be attributed to the fact that 
McFarlane’s also doubles as Steeplin’s speak easy. 


Although outlawed by Prohibition, McFarlane’s openly 
sells liquor to the locals. This includes members of the 
local constabulary! 


Pits & Bieces 


Although Steeplin isn’t well known for its tourist trade, 
it does cater for the occasional visitor and culture 
seeker with Pits & Bieces, the town’s arts and crafts 
store (which also doubles as a second hand junk shop). 
Aames and Polly Roundtree have run the store for 
about 10 years and although they do not make a lot of 
profit from the business, the trade is steady. 


Interesting most of the art and craft goods are of local 
origin. These range from the mundane woollen and 
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leather clothing through to hand crafted furniture 
dating back to the first settlers of the region. There has 
also been, on more than one occasion, singular odds 
and ends discovered amongst the usually junk that 
litters the back room of Pits & Bieces. Oddly, many of 
these strange pieces are unfamiliar to even the oldest 
and most knowledgeable of Steeplin locals. 


People and Places in the Valley 


To many Steeplin township seems as though it is the 
heart of the valley, yet a number of the communities 
main economic contributors (and by extension, a good 
deal of its political power-base) are actually scattered 
out amongst the farmlands that cover the County. In 
total another 3000 souls inhabit Steeplin Valley, most 
of whom work the small to medium sized farms that 
litter the rich growing pastures of the valley’s hillsides. 


Steeplin Mill 


Although 'owned' by the DuPont family since the take 
over of 1815, Steeplin Mill is still, in essence, a 
community run company. A new board is elected every 
4 years by the company's shareholders and although 
shares and seats do change hands, it is rare for anyone 
outside of the more prominent Steeplin families to be 
elected. Of the 10 seats available only one is always 
spoken for, the head of the DuPont family. Owning 
near half the company's shares the DuPont’s are always 
guaranteed the Chairman’s spot on the board. 


The current Mill board sees Jonas Steeplin (a direct 
descendent of the towns founding father Harold 
Steeplin) as the deputy Chairman, who along with 2 
Abbots, a Dobbs and a Moore. 


Unlike large companies elsewhere the shareholders of 
Steeplin are the stakeholders of the company (its 
workers, customers and community). Stock is rarely 
bought or sold in the conventional sense, rather shares 
are usually passed on as inheritance or gifted as 
presents, and as such the majority of Steeplin Mill's 
shares remain in the township. 


Employing anywhere up to 450 men at one time (most 
of whom work as loggers or haulers in the Pine forests 
on the far side of the valley) Steeplin Mill is more than 
just the town’s main employer, it’s one big happy 
family (well most of the time). 


Steeplin Valley Farms 


There has always been an abattoir in Steeplin, at first it 
was to feed the hungry workers at the Mill and then, as 
the years passed, to support the growing township. In 
1890 the slaughterhouse was purchased by Jacob 
Jacobson, a young well-educated Boston man (who for 
reasons of his own wandered into Steeplin), and begun 
to make a tidy profit. With the advent of commercial 
liquid refrigeration (in the late 1890s) and smart 
marketing and sales Steeplin Valley Farms now 
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supplies cool stores from Boston to Syracuse. Usually 
only supplying manufacturing companies such as 
canning or bulk food plants - one major client uses 
purchases Steeplin meat to supply the US Army with 
beef soup - the once tiny Steeplin abattoir has eked out 
a good sized niche in the meat packing market. 


Jacob, now in his late 50s, still runs the abattoir and 
shows no signs of letting up soon, although his son 
Morris is now in charge of company’s sales and 
marketing. The business is now Steeplin’s second 
biggest employer with almost 50 full time staff. 
Coupled this with the large number of seasonal 
workers employed and is now a major player in the 
town's future. 


As a result of this increased prosperity a small 
community of workers has sprung up around the 
abattoir. In general these homes are solid settler type 
cottages, all within walking distance to the 
slaughterhouse. Some slightly larger structures sit apart 
from the rest, most of these acting as accommodation 
for the influx of seasonal workers during the slaughter 
months. 


The Blakey Farm 


Ronald Blakey owns the largest farm in Steeplin 
Valley, running cattle and sheep on the massive hillside 
property. Although he could well be a leader in the 
community, Blakey, who must now be in his 70s, 
keeps well clear of town business, preferring to remain 
with his close family in a small house high up in the 
Valley. 


Today the farm is run by his children and 
grandchildren, who although regularly visit Steeplin 
township have little to say about life and even less 
about their patriarch. 


Greenwood Corner 


This small, out of the way community resides little 
more than 5 miles east of Steeplin township. Consisting 
of a general store (with petrol pump) and a couple of 
run down houses, most of the residents of this 
community are strangers to the more 'refined' citizens 
of Steeplin. 


Rumours abound about Greenwood Corner - strange 
noises are heard late at night and the occasional out of 
town visitor speaks of seeing strange sights in the 
paddocks and fields that surround the settlement. 


Steeplin Events Ground 


Situated just south of Steeplin proper, the Events 
ground is home to the agriculture and farming displays 
that are held in the town each year. The Grounds are 
also become home to the travelling shows that 
occasionally stop by on their tours north. 
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Steeplin Lake 


If there is one place in the entire valley shrouded in 
more legend and rumour than others then it is Steeplin 
Lake. Although the road from the township to the lake 
is well maintained, it is rare that any of the locals 
frequent the spot, except during the height of summer. 


When people visit such a lonely and odd place they are 
often drive off by the feeling of being watched or 
followed by someone or something that cannot be seen. 
Too many locals and visitors have last been seen near 
Steeplin Lake for people not to be suspicious of the 
stories told about it. 
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